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Thank you for buying the Nintendo entertainment System ‘ Super Spike 
VTEaIIT“ Game Pak, 

Please reed this Instnjctbn booklet thoroughly to ensure proper handling of your 
new game, then save this booklet for future reference. 

Contents 
1. names of controller parts and operation instructions 
2. starting the game ., 
3. HOW TO PLAY 
4. INTRODUCING THE PLAYERS...... 

PRECAUTIONS 
1) This is a high precision game. It should not be stored in places that are very 

hot or cold. Never hr! it or drop it. Do not take it apart. 
2) Avoid touching I he connectors. Do not get ihem wet or dirty. Doing so may 

damage the game. 
3} Do not dean with benzene, paint thinner, alcohol or other such solvents. 
4} Store the Game Pak In its protective sleeve when not in use. 
5} Always check the Game Pak edge connector for foreign material before 

inserting the Game Pak into the Control Deck. 
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In the interesl of product improvement. Niniendo Entertainment System 
specification and design are subject to change without notice, 

are trademarks of Nintendo of America Inc. 
©19Sa, 19$9 TECH NOS JAPAN CQRP, 
Licensed OKclusivelv to Nintendo o' Amer ca Inc. 
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1. NAMES OF CONTROLLER PARTS AND OPERATION INSTRUCTIONS 
Object ol the game/Game description 

This is professional beach volleyball at 
its best! With a 4-player adapter up 
4 ptayers can compete in this battle o? 
the beach. Super Spike V Ball lets you 
work your way through the American 

play the masters of the 
game iri the World Cup Circuit, You 

I 

B ■il ■ I ■ ■ 

i, ^Control Pad or O ■ 

A Hutton 
B Button can 

challenge your friends. Super Spike 
SELECT Button START Button 

V’Ball is the ultimate in sizzling 
volleyball action r 

■ 
I J 

SELECT Button 
START Button 

Moves the cursor on any option screen. 
Used to start the game and to pause (he 

n_ Contra- Pad Used to move players, control the 
direction of the hall when hilh and to 
move the cursor on any option screen. 

jr 

A Button 
B Button 

_T 

■ 

Makes your player lump, 

4 
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2. START NG THE GAME -* Use Ihe SELECT Button or the p Control Pgd to 
select the desired option, then press the START 
Button. 

* When ihe title screen is showing or the game is in 
the demonstration mode, press the START Button to 
uet to the GAME MODE menu. EXERCISE A practice game 

AMERICAN CIRCUIT Play Ihe American Circuit 
WORLD CUP + Use the SELECT Button or the i:;i Control Pad to 

select ihe desired option on the GAME MODE menu 
then press the START Button. 

TOURNAMENT SINGLES 1 player vs. computer 
TOURNAMENT DOUBLES 2 players vs, computer 
1 PLAYER vs. 1 PLAYER 
2 PLAYERS vs. 1 PLAYER 
2 PLAYERS vs. 2 PLAYERS 

(Note: 2 PLAYERS vs. 1 PLAYER and 2 PLAYERS 
vs. 2 PLAYERS can only be selected il a 4-player 
adapter is plugged in to your NES.) 

PFay the world cup Circuit 
IIM TEthKI Jhknn c-prir. 

4 PC KhlED EULUlVfn Tp 
-IN-PCpc t 

ki ■ , 

* l.ne GAME MENU screen will now appear. Move the 
cursor to the desired option and press Ihe START 
Bui ton. 

GAME START 
CHARACTER SELECT 
STATE SELECT 

COURSE SCREEN 

IP .1 limn 

Lets you select your learn 
Lets you prck what state 
your players are from. 
Brings you to the 
configuration menu 

tf&J ■.'■I 

l* i i*i'ft uri c n 

rrmi I On1 FI iNT J tm 

CONFIGURATION 
GAME MENU SCREEN 

GAME MODE SCREEN 
* '[ either of the tournament modes are Chosen, the 

GAME COURSE menu will appear (otherwise the 
GAME menu screen will be shown.) , 
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+ On the CONFIGURATION MENU, you can changes 
many options. 
Move the cursor with -up end down on the 
Pad and change the options by using left and right. 

3* HOW TO PLAY 

Con i ro 

Player 

STAGE 
POINTS 

Shows where you are playing (can't be changed.) 
Total number of paints in a game. This can be sel at 5, 1-0, 
15, or 20. 
Number of sets in a match. This can be set at 1,3. or 5. In 
circuit play, this will always be 1. 
Ilf RULE is set at J‘RALLY-POlNTrl, whoever wins each point 
will get one point If it is set at "NORMAL 
a point while your team is serving. 
It you have a computer controlled partner on your ream and 
this is set to "YES", Che computer will automatically set the 
hall for you on the 2nd hit. If this is set to MNQ 
two team members will alternate and you will always hit ihe ball 
Turns the music J‘ON" or "OFF1. 
Brings you back to the GAME MENU, 

Hitting the ball 
When the ball is in pfay, an 
where the ball is going to land. 
To hit the ball, co to Ihe mark and press the A Button when the ball gets to you. 
Remember that in beach volleyball, the ball can only be hit up to 3 times on 
each side. The first hit will always be a "bump1”. The second hit will usually be a 

. And the third hit will hopefully get the ball over the net (spike it if you can!) 
To do a spike, use the B Button lb jump into the air, then hit the ball with ihe A 
Button. As on a SErve, you can control the direction of 
Control Pad. 
To do a SUPER SPIKE, after you jump, press the B Button 3 or more limes 
while you are In the air, M you do this correctly, your hand will begin to glow, 

hit the ball with the A Button and KABOOOM! The timing of a SUPER 
SPIKE is a bit tricky, but well worth the time needed to perfect it. 

I 4 ■ i will appear on the grou rid. This shows you 

RULE 
I 1 

you can only get 

’ I I I 

AUTO SET 

the spike with the 5 I 

conirof of the 
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4, iNTRODUC NG THE PLAYERS Serving 
To toss the batl, press the A Button. To hit the bail, press Ehe A button again 
when the ball is within reach. To do a jump serve, press the B Button to jump 
after you toss the ball {don't forget to press the A Button again to hit It!) You 
can also contro the depth and direction of Ehe serve by using the Control Pad 
when you hit the ball, Practice makes perfect! 

GEORGE & MURPHY 
George and Murphy were the champions last year! 
They are very wefl balanced players. 
When just starting out, this is the easiest team to use 

mbrntl titiniffi 

AL & JOHN 

Former soldiers. A! and John have a lot of power, but 
have poor defensive technique and are pretty slow. 
If you like to use the "SUPER SPIKE" often, this is 
the team to play with. 

Blocking 
In order to block a spike, you must gel your player right next to the net where 
the spike is about to occur, (hen press Ehe B Bulton lo jump. It is even possible 
to black a SUPER SPIKE if you're quick enough.. Just press the 8 Button as fast 
as you can while you're In the air! 

L A >/ 

SILLY & JIMMY 
Billy and Jimmy have been trained extensively in 
the martial arts. ”heir defense is superb- They do 
have a weak spot though 
Use them for a great defense against teams that 
spike often. 

□ tving Shot (Dig) 
Ef you aren't dose enough to the ball when you try to hit it. your player will 
automatically dive for the ball. 

poor spiking power. 

Tips 
The key to Super Spike V Ball is practice. When just starting out, play a few 
games in (he EXERCISE mode to get the lee I of the game. 
Teamwork is also very important. Work with your pminer. Being a 1 ball hog" will 
often result in losing a point. 

ED & MICHAEL 
Ed and Michael are the quickest players on the 
Vball court. Their hitting power is average. Choose 
'hem it you're having trouble getting to your 
opponents shots. 

PSIfihCK! 
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COMPLIANCE WITH FCC REGULATIONS 
This equipment generates and uses radio frequency energy and i! riot installed and 
used property, that is. in strict accordance with the manufacturer's instructions, may 
cause interference to radio and television reception. It has been type tested and found 
to comply with the Jim its for a Class B computing device in accordance with the 
specifications in Subpart J of Part 15 ol FCC Rules, which are designed 1q provide 
reasonable protection against such interference in a residential installation. However, 
there is no guarantee that interference will not occur jn a particular installation. If 
this equipment does causa interference to radio or television reception, which can 
be determined by turning the equipment off and on, the user is encouraged to try 
to correct the Interference by one or more of the following measures: 

— Reorient the receivin 
— Relocate the NES with respect to ihe receiver 
— Move the NES away from the receiver 
— Plug the NES into a different outlet so (hat control Deck and receiver are on 

different circuits, 
If necessary, the user should consult the dealer or an experienced radio/television 
technician for additional suggestions, The user may find the following booklel prepared 
by the Tederat Communications Commission helpful: 

How to Identify and Resolve Radio—TV Interference Problems. 
This booklet is available from the U.S. Government Printing Office, Washington, D.C. 
20402. Slock No. 004-000-0034&-4 

SO^OAY LIMITED WARRANTY NINTENDO GAME PAKS 

■10-DAY LIM11 L D YY ARRAN I Y: n^PftlR.'SERVlCE AfTEH EXPIRATION OF WARRANTY: 

NnlundE Ol AIYi<ki£11 Inc I NirHrtdQ") w-airftnli 5a Hid ai qinnl 
i/ijpsumir pnrnh^tK *hnC Inn Nnlnndo -Lkime- F.ih [ FAK"^ ^linll 
Ltf IffJU lion: ih 3-^d WWklRihfthlp 1^ ;i ptfi od ol 
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Ihn P 

If ll"Ki PAK. tifwovx A problem ihqui'irq §tfY|oa filitf1 Ih*. 90-cfrp 
#I^anly poriou yc-j may ccriincl |hm to hi a Cdifi d uni u r Samen 
Dopa/lmnnt pi -ht phdn® fiuhltHsr r>alod nbavp. It Ihn Ni.nl*^c 
Soywsg R*p r-ti r n I H-wb n jPiDip 1d ■vTiS-fi jjfofe£<in by -jho-no. 
ho may dAIed y^j pf jhfl ftpproxknafcfl cos! br IV^InndDto rBpjim 
W ll'^FAH 
number 

trilp JKHIfly V*HfT|inly HihimdiJ W|L> rfrOr 
nL ila cplion- Pc* oi c-nnrgo co- iirdrnny grovdf vo.i mil- 4 finiijr i AulHflrallon 

T fr p *£ 0! yo Ihlo wftfTiinly ocrvico: 
'Yc\i 111J.V Win iKO'd Ihn r jmbnron Inp CMl&idi pouh-nnirg qT rhn 
CoIijcIivu PAK nrd 'Diisrn Ihn :!nj*0(ti4 nurul-anuisn, FR^-3^-1 T 

PREPAID ANCJINJURED pOR LOSS OR DAMAGE, bo N"rrinrda, 
— ■■ V 'll H—M—ifafc M , ,, , 

uni nni:h::.i- n rrowy Oidur pnyubl* lo NmlAnco ol America Inc 
liv llii> 0jt:I qurf-ud yo u. f R □ p n 1 m may nlio bn Oh ■ VISA 
zr MASTERCARD crodil r.iitc. \ 

■ I qIIjB: pcrccr-fll InopOCiiOn llfi NmlQflpg :>«.! 1 ■.> 1f": 1.1 mr.nn;n 1 ■ n 

PAK cnnroS an rap-ftl r«1, ■: m\ lv> -m 1.11 rnI Hndyfkr 
r.xr “Hire j*pjndod 

V/ARPAfiTY LIMITATIONS: 

I HO NQT 1 i.i!i,.rr, ydul i.l' 'li'i. I vi Gft'—U P:ik h; Ihfr ■dnD|lui 

J1 Nc^ity dip K.r.InCrfo lxinau 1 rtf 1 -■-■id0 DtpnrlTOnl bin 
urohlum nKiulhng wdhaiYify mhvk» by cnJII 1 g: 1 ■ BOA■ 25M 
b:ir C^nnrirrrpi Snr-.ci - lli^siimr- m Is iriQfmtfftfi t?m A og 
A.fr1 Ed 10:00 P M TinitJ. M-ji:doy "hHH,-qii Saturday 
Jlifntak slo|deI Id chanqoPlo-ase Dz rval snr-d yojr f1 ak la 

iMib'e CA'Ilffg Ihe CoM^Lnnir Sinvict* □t<p:i,,| Mi!rts 

3 II Ihij N .ilcifvjfc: 3wlci FtB{K«WHlilhrfi is W ^Ivu trnJ 
praLlorn by phono-, ho -nil p'ovieo you <iln o Robjm 
Animi ^.T'on niin^nr, $amply r-s^rd lnt| nu/Tit^" |hij 
qulsidn pockngnq ol yogr 1 nli>:11 vr 1 HAK nrdralM'ny^ PAK 
FRE-.OI-n PREPAID AhrD INSURED FOP LOSS OR DAMAGE 

ANY APPLIOAHLE IMPLIED ^AnflA-MTlfS, I^CLUDIAIG 
WARRANTIES Of MERCKAN-TABlLlTy ANC RTMESS FCfs A 
PAFtTtCLULAR PURPOSE, AH? HEREPV LIMITED TO K:NET< 
DAYSFFOM THE DATE OF fHjnCHASb AND Akt SoliJCT TO 
THE DCnDiTIOnS SET FORTH HhHE=!N IK hO FVFNT SHALL 
Kl-NTkNDI^ LIAHLE fOR CONSEQUENTIAL OP iNOOEKTAL 
DAMAGES RESULTING FROM THE BREACH OF ANY EXPRESS 
OH IMPLIED WARRANT' ES 

... salus Slip urglmliir|?'Dc4-ol-pijfchas« wt^im 
iho 90 Ci’i woronly povlod Id; 

Nmlondo Amnnza Inc 
K?i> iT>vb-lMrnn Sorvcei C0p-.-istrn 

4&AQ l£D:h Avnmjfi K b- 

l +in p c-vin^nfl cif di.5 «w^nf0h:y VILd in Lh« UnilKl Slates duly. 
Wl Ci ^ c-w I i rr i I n I him a cn-noiN tang ur implrrd wnrarly 

■ii!*l!i c ctt-UE-oi ol crnr-n^i.^miiil qa ■ nid1 nI -dnmnnQ^ i-a rh» 
n lw £ 11 i'n 11 a 1 i fr'V! -O^CluiAin may rol apply lu yo a. "Thn ^a'ranly 
■i!YMLj yzl apo*z JigIb^oI rqhlj Jindyw mav d>so nnvo cchnr rqpiL: 
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